

OVERVIEW: 

Awifhlaknannai is a fast-paced, 
checkers-sfyle, abstract strat¬ 
egy game from the Zuni Indian 
Tribe of New Mexico. A notable 
feature is the unique, circular 
board. 

Move around the outer circle or 
through the center of the board 
to jump over your opponent’s 
Pieces and out-maneuver their 
best-laid Plans. 

Don’t forget that this is a com¬ 
petitive game and capturing is 
required when Possible! Try to 
lure the other Player into traps 
by offering up a single piece to 
start your own chain of cap¬ 
tures, but watch out! Your op¬ 
ponent will fry the same tactics 
on you! 


REQUIRED: 

2 PLAYERS 
30 MINUTES 
24 PIECES 

12 EACH OF 2 COLORS 


ORIGINS: 

North America ~ 1000CE 


AUTHENTICITY: 

90% 

Awifhlaknannai is a moderately 
documented game that required 
no modifications from us! 

HISTORY: 

Awifhlaknannai is a jump- 
capfure, fighting game from 
the Zuni tribe of New Mexico/ 
North America. 

The name roughly translates to 
“hunter stones”. 



Little is known about the Zuni 
Indian’s use of game boards in 
Precolonial times. Board games 
were an oral tradition and 
many rule sets have been lost 
throughout the generations. 

For many years, Awifhlaknan¬ 
nai was assumed to be a vari¬ 
ant of alquerque introduced to 
the Zuni tribe after the arrival 
of Europeans in the Americas 
due to this lack of written his¬ 
tory. 

However, in-depth study of Zuni 
artifacts dated to the mid 800’s 
CE suggest otherwise. Items 
classified as religious totems 
are clearly Awifhlaknannai 
and Kolowis game pieces and 
boards. 
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SETUP: 

Players each select a color 
and Place their stones at each 
intersection on their side of 
the board as well as the two 
intersections to the right of 
the center. 


HOW TO WIN: 

Players win by capturing all of 
their opponent’s stones. 


ON YOUR TURN: 

First, move or capture with 
one of your stones. 

Second, remove any captured 
stones from the board. 


MOVEMENT: 

A stone may either move OR 
capture: 

To move, stones move along 
a line to an adjacent empty 
intersection. 


RULES 


MOVEMENT: 

To capture, stones move along 
a line over an adjacent stone 
to an empty intersection. 

Stones can not change 
direction during a capture. 


OTHER RULES: 

The Player who goes first must 
move a stone to the center 
intersection. 

If possible, you must capture a 
stone on your turn. 

After a capture, a stone may 
immediately capture again. 

All captures must be 
completed before removing 
stones from the board. 

Captures can be made along 
the line of the outer circle. 

You may not move over or 
capture your own stones. 
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CAPTURING: 


The diagram below shows the 
correct way to capture a stone. 



The diagram below shows an 
incorrect way to capture a 
stone. 



© 2012 Bibelot Games 






